Design Methodologies
[Preece, Chap 17-18]

These methods are not mutually exclusive! There is most often a strong overlap between the underlying principles

of each method.
All methods are based on the waterfall model of software development.

See Figure 5.
A Initiation B
Analysis or
requirements

1 gathering

Application
description

C Design

3
System design

E Operations and management

2 Requirements
specification

D Implementation

4
Product

F Validation, verification and testing

D = representation —% = process or activity
Figure 5.

The star model (from Hix et a.)
See Figure 6.
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User-Centered Design

Starting with the user, work down towards a functional specification of the application.
This can also be thought of as a top-down methodol ogy.
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Evaluation-Centered Design

Pioneered by Hix et al., based on the principle of behavioral versus constructional development.
Behavioral design has to do with the user’ s perspective.

Constructional design has to do with the implementor’ s perspective.

Both of these are important — designing interfaces or components that cannot be built is useless.
See Figure 7.
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Figure7.

The behavioral and the constructional elements may occur simultaneously (but thisis not required) in a give-and-
take fashion resulting in a usable, implementable system.
Theinterface design element is developed in an iterative cycle of design-evaluation.

Behavioral Constructional
What is being developed? | Interaction component of interface Interface software (to support interac-
tion)
What view is adopted? View of the user View of the system
What is described? User actions, perceptions, and tasks System actions in response to what the
user does
What isinvolved? Human factors, scenarios, detailed repre- | Algorithms, callbacks, data structures,
sentations, usability specifications, eval- | widgets, programming
uation
Thelocae Whereinteraction designers and evalua- | Where interface software implementers
tors do their work do their work
Thetest Procedures performed by the user Procedures performed by the system

Work (Task)-Centered Design

In this case, the design is centered on the work being performed by people using the application (and its associated
interface). Methods often include group work observation, team analysis, etc.

Highly dependent on conceptual models but more difficult when groups are involved rather than single users. How
do we design an application so that al its users have the same expectations?

Participatory Design

The basic premise of participatory design isto include the user in the design process. The end users of a system (or
a representative set of them) are included on the design team and are asked to guide the design in terms of the
organization of the system, the work it supports, and individual needs and requirements.
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